Supplementary Figure 4: Example plot of unadjusted linear and quadratic effects:
social quality of life predicted by social screen time with original scale (left) and

mod

ified scale (right)

Significant linear effects shown in yellow, and significant quadratic effect shown in black
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Dotted line indicates
zero point: hours of
screen time at which
more screen time is
worse than no screen
time

Dashed line indicates
turning point: hours of
screen time at which
more screen time
becomes negative



